Ninpuu Sentai Hurricaneger PS1 Move-list
Written by 'ned'

This file is only meant to be downloaded from "The Community Lab" Discord server, created by PolarBair8. If this note, somehow, in some way, ever ends up on another website or on another file hosting service, then I really do not care but I will plug my social media outlets here if you ('you'; whoever is reading this) have any inquiries;

@ned#0030 (Discord)
@nedmanstool (Twitter)

NOTE: It has been a good dozen months, at the time I'm writing this (3/19/2022) since I've last played Ninpuu Sentai Hurricaneger at all, so some of the inputs may be incorrect, I do not remember what buttons in the notation correspond to what buttons on a PS1 controller, and I for some reason never ended up writing a movelist for Manmaruba's normal form. Apologies :(
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0.2: Background

So, I first found Ninpuu Sentai Hurricaneger while looking for other Kamen Rider games on the PS1 (I had played and enjoyed Kamen Rider Agito/Kuuga prior to this), and ended up watching some compilations of various, random fighting games for the PS1 on YouTube. This game was lodged somewhere in the mix, and the gameplay sample shown in the video had the Red Hurricaneger beating up some footsoldiers in a city-scape in the game's story mode. It interested me, so I looked up anything I could for the game and was eager to try it out.

Outside of the game's ISO download, I could not find any information whatsoever on this game or even its development cycle, only that it had been developed by the same developers that made the Gundam Battle Assault titles on the same system. This led me to make a Discord server for the game, which I used to archive move-lists as I wrote them and also various tech and oddities that I found as I played the game. It became apparent quickly that a community wasn't really possible for the game because it was based on one of the lesser popular Super Sentai series', and the game itself is heavily flawed in many aspects that, in a way, make it competitively completely unplayable.

The Discord has since become redundant and it was deleted, and from it I compiled all the movelists of the characters into the note that you are reading now. I hope this helps anyone that wants to try out the game, I originally planned to upload these movelists to StrategyWiki, but I found the site to be too much of a pain in the ass to set up, so I simply chose not to and do it my own way.

- - - -

0.3: Notation and Universal

The game technically uses all four face buttons, but one of them is a clone, so it's more of a three-button fighting game. The controls are as follows;
	Jump: X
	Attack: Square / Circle
	•  There is zero difference between an attack done with either button, it is just a cloned button for some reason
	Taunt: Triangle
	Special Moves: Various motion inputs + Square / Circle

For the sake of being easier to read, instead of using PlayStation buttons, the actions will be abbreviated as such;
	Jump: J
	Attack: A
	Taunt: T

Movelists will also use Numpad Notation. You can find a chart online to see how Numpad Notation works, but if you are in the Community Lab and reading this file, I assume you're already familiar with it.

For mechanics, there's only 3;
	After the opponent is knocked down, they can be OTG'd by special moves or any normal so long as it reaches low enough. If they are attacked quickly as they land, they will be relaunched; this enables many infinites and is the core problem of the game when combined with the next mechanic.
	Pressing 66 will make you dash/run; holding the second 6 will make you run, while letting go immediately after inputting it will make you dash instead. Every single normal move in the game can be dash-cancelled, making OTG re-launch infinites standard for every character.
	Some characters can double jump and may have other air mechanics, and some moves can be jump cancelled.

- - - -

Movelists Start:
Reminder to use CTRL+F so finding your way around is easier!

1.1: Rangers

	- Red Hurricaneger:
Command Normals:
• 8A - Gyro Shuriken
• j.2A - Aerial Gyro Shuriken
-
Special Moves:
• 236A - Hayatemaru Transform: Rifle
• 214A - Hurricane Kick
• 28A - Hayatemaru Upper
---
	- Yellow Hurricaneger:
Command Normals:
• 8A - Gyro Shuriken
• j.2A - Aerial Gyro Shuriken
-
Special Moves:
• 236A - Quake Hammer Wave
• 46 or 41236A > mash A - Earth Spinner
• 214A - Quake Hammer Hundred Strikes
---
	- Blue Hurricaneger:
Command Normals:
• 8A - Gyro Shuriken
• j.2A - Aerial Gyro Shuriken
-
Special Moves:
• 236A - Sonic Megaphone
• 46A - Eroding Stream
• 28A - Torrent Upper
---
	- Shurikenger
No Command Normals
-
Special Moves:
• 236A - Energy Pitch
• 46A - Shuriken's Bat
• 214A - Wing Sword Sky Slash
---
	- Kabuto-raiger (Red Gouraiger):
No Command Normals
-
Special Moves:
• 236A - Horn Breaker
• 214A - Kasumi Flying Heel
• 623A - Izuna Twirl
• J x2 Quickly: Double Jump
---
	- Kuwagaraiger (Blue Gouraiger):
No Command Normals
Special Moves:
• 236A - Stag Breaker Electric Pulse
• 214A - Ninpou Running Fang
• 46A - Arc Lightning
• J x2 Quickly: Double Jump
---

1.2: Monsters and Footsoldiers

	-Genin Magereppa (Black, Red, Blue)
	All 3 Magereppas have the same normals and only specials differ between them
No Command Normals
Special Moves:
All 3:
• 236A - Charge Upper Slasher
• 623A - Kage Kick
-
Red:
• 22A - Teleport of Smoke
 • Controls:
  -4: Pop out of teleport directly in front of opponent
  -8: Pop out of teleport above and behind opponent
  -2: Pop out of teleport in the same spot that you originally used it
  -6: Pop out of teleport behind the opponent
  -5(Wait Max Duration): Pop out above and above opponent
-
Black:
• 46A - Shadow Scream
-
Blue:
•  28A - Rainbow Ball
---
	-Water Absorbing Ninja Gamajakushi
No Command Normals
Special Moves:
• 236A - Blaster Fingers
• 214A - Rolling Bomb
• 46A - Explosive... Sardines?
---
	-Magnet Ninja Jishakkumo
Command Normals:
• 4A - Magnetic Elastic Arm: Straight
• 8A - Magnetic Elastic Arm: High
-
Special Moves:
• 214A - Torque
• 236A - Magnetic Eruption
---
	-Perfume Ninja Kira-Cologne
No Command Normals
Special Moves:
• 236A - Space Ninpou Explosive Perfume
• 46A - Space Ninpou Flaming Perfume
• 41236A - Space Ninpou Perfume Fortification
---
	-Severing Ninja Shiransu
Movelist missing, sorry :(
---
	-Gyuki (possibly made up for this game?)
Command Normals:
• j.2A - Hard Body-drop
-
Special Moves:
• 41236A - Ball-arm Flare
• 236A - Charging Bull
• 28A - Sky Cannon
• 360°↩️A - Fury Vortex

1.3: Spears of Darkness

	-1st Dark Spear: Furabiijo
No Command Normals
Special Moves:
• 236A - Charming Fissure
• 22A - Elegant Barrier
• 63214A - Flunking Stamp
• 214A - N/A
• 360°↩️ + J - Pretty Pretty Fly Mode
  • Furabiijo jumps into the air and starts flying, all attacks get replaced with a flying laser and she is stuck in the mode for a variable amount between 6 to 14 seconds (based on how fast you mash lasers)
---
	-2nd Dark Spear: Chuuzubo
Command Normals:
• j.2A - Staff Spike
• 66, J: Spin-Stick Glide
• j.7/9, A: Spin-Stick Glide (can be combined with dash version)
-
Special Moves:
• 236A - Laser Breath
• 214A - Box Dimension
• 41236A - Colossal Staff II
---
	-3rd Dark Spear: Manmaruba (Normal Form)
Movelist missing, sorry :(
---
	-3rd Dark Spear: Manmaruba (Adult Form)
No Command Normals
Special Moves:
• 236A - Psychic Projectile
• 46A - Psychic Pulse
• 214A - Powerheel
---
	-4th Dark Spear: Wendinu
No Command Normals
Special Moves:
• 236A - Jizaiken
• 214A - Blade Glacier
---
	-5th Dark Spear: Sargain
Command Normals:
• j.6A - Painwheel
-
Special Moves:
• 236A - Fragment Blade
• 28A - Needle Spin
• 46A - Charging Arms
---
	-6th Dark Spear: Satarakura
Command Normals:
• 7 or 9, j.A - Flying Puncture
-
Special Moves:
• 236A - Satora Riddle Cards
• 41236A - Pocket Metal-Mass
• 214A - Twisted Twister
• 64A - Shuriken Satellite

1.4: Other

	-Red Gaoranger
	Surprise guest character that is also semi canonically relevant, the predecessor to this game was a Gaoranger beat'em'up
Command Normals:
• 8, j.2A - Gao-Diver
• 7 or 9, j.2A - Diving Hook
-
Special Moves:
* 236A - Falcon Summoner: Gun Mode Single Burst
• 214A - Falcon Summoner: Gun Mode Barrage Shot
• 623A - GaoRed Revolving Kick
---
	-Mugensai Hinata (Hamster)
-
Special Moves:
• 236A - Shakunetsu Hadoken
• 63214A - 'Gimme all your money' (command grab)
• 214A - Instinct (parry)
• 28A - Shoryuken
• 46A - Flying Trio Axe-kick
---



2.0: In Closing

Thank you for even taking the time to download this file, let alone open and read it if you're seeing this at the bottom. The game is a fun experience overall, but inherently extremely broken, and it isn't exactly surprising; the game has a rather expansive beat'em'up Story Mode, and that is the main attraction of the game and the Versus Mode is simply a bonus like other home-console beat'em'ups at the time (and even before it). I hope this helps someone. :)